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COMMANDS 



A BUTTON 

Throw (lurrent Wcipim (Use <LLorilro] Pad LO aim 
I 'li rx Hv Left, I \ iir]11. nr Up) 

6 BUTTON 

Jump 

Super Jump (Press and hold Y to Run, then press H) 
Swim (Press repeatedly while in liquid) 


Gwri'i fr*i 


Sfh ' 5farf 


CONTROL PAP 

Left Move Left 

Right Move Right 
Down Duck 
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V BUTTON 

Rim (Use Control Pad to choose direction oi Run) 


X BUTTON 

My (Only When Jet Pick li.w Fuel) 

Climb (Use Control Pad to press against surface you 
Wallt co Climb,, lltt’si press X Hutton to stic k to 
surface; use Control Pad eo direct Climb up or 
down; press li Button to end (’limb) 

start button 

Start Gome 

Pause Came (Press Store Button again to resume 
paused gansc-; 

SELECT BUTTON 
L OR R BUTTONS 

Change Weapon 

NOTF: If you arc using a Control Pad with a turbo 
switch, the switch should; be in the OFF position while 
you are playing Harley's Humungous Adventure 
because your supply of ammunition is limited. 
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GETTING STARTED 

1. Flip the power switch cm your Supei NKS™ to the OH 
position,. 

WARNING: Never Lry to insert or remove a Game Pah 
when the [Kiwcr is ON. 

2. Make sure a Control Pad k plugged into the left-hand 
pon on tlic Control Deck. 

It you’re playing against a friend, plug the other Control 
Pad into the right-hand port. 

3. Insert the Game Fak into the slot on the Super \H-.S IM . 
EVrw firmly to lin k the Game bak into place 

4. Turn the power switch ON, 

h. When the Harley's Humongous Adventure title screen 
appears, press START to begin the game. 

THE OBJECT OF THE CAME 

I larky is a scientific genius who has just outsmarted himself. 
His experiments in miniaturization (making things smaller, 
dude) and mutation have backfired: While trying to miniatur 
lit Ins tab rat, he accidentally reduced himself to bug size. His 
mutation experiments (inserts and fish, collectively known as 
lings) have craped and are raging in Harley's house and yard, 
To them, [ Ltriev just looks like aii enemy bug. He can’t 
unshrink himself because his shrinking machine blew np dur¬ 
ing the experiment; parts arc scattered all over the place. I lu 
has no weapons* so hell have to use whatever be can find to 
defend himself. Harley has to exterminate Hu- liugs, overcome 
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obstacles, and avoid Humon^nis hazards to collect the scat¬ 
tered parts of his shrinking madimi 1 and get back m normal. 
Hut his nicest challenging opponent is the irate Rat who is col 
leering (but not using) Weapons and other equipment Harley 
needs, and who wants revenge for what I larky tried to do 
to him, 

GAME PLAY 

The Game Screen 



Infs 


lICMfllNi 


Itarif Ihtrt Ityinti 


ffarley 


Hug 


H '(api'ii 
tfO-M 


Not*: In Timed IcvcK a Ttniei will appear m the Info Strip 
ns pictured below. The Timer indicates how much time yon 
have Lo finish the level. 
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hi to Strip li-f'ri i limtr 


MUSIC & SOUNP 

The music in I larley's Humougou* Adventure is sn stereo, I V) 
get stereo sum id you need to have a stereo television or moni 
tor. Consult your Super NES™ manual for more information 
on stereo output. 

ONE OR TWO PLAYER GAME 

Before the game starts, you must choose whether it will fee a 
one player or two player game. When the I Ptayer/2 Player 
Caine screen appears: 

1. Use the Control Pad to move the selection arrow beside i 
Player or 2 Player, 

2 Press the Start Button to Begirt the game. 

In a Two Player (Same, Player One will play before Player 
Two. Player Two will begin playing when Playei One has 
either used Lip ,i Chance or readied the end of a level 

Make sure you have Two Control Pads if you are playing a 
I Wo Player Game. Player One's Control Pad w ill be plugged 
into the left hand port, and Player Twos Control Pad will be 
plugged into the right hand port, 

PAUSING A GAME 

I n Pause a game, press the START button To resume play¬ 
ing. press the START button again. 
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RESTARTING THE GAME 

To Restart the game, press the RESET button. 


QUITTING A GAME 

T o Quit a game, turn the power switch OFF or press the 
RESET button. 

WINNING THE GAME 

You have woo Haricy’s Humungous Adventure when voufve 
collet ted .ill the Sh tinker Parts and defeated the Rat at the end 
of Uie last level. 

PICKING STUFF UP 

Throughout ilit game, you will encounter Icons, that represent 
Weapons, Fuel, increased Health, etc. You must touch these 
Icons to colled them. 


CHANCES 

You start every game with 2 Chances; Chance* are shown as a 
number under a ( holey icon on the left side of" the hub Strip. 
You gain more Chances by picking up Free Dude Icons, Every 
Free Dude Leon is worth one Chinee. A Chance is- over when 
your Health is reduced to zero; or. on some levels, when you 
hill into a pit; or when time runs out on a timed level other 
than Level L You can have no more than 9 Chances at one 
time. 



! fl i- ! >>,.!<■ 
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HEAtTH & HEARTS 

Your Health appeals as a line of hearts on die right side of the 
Info Strip; the more hearts you have, the healthier yon a tv and 
the more hits you van take. You begin the game with three 
Hearts, which indicates norma] Health. Each hit you take from 
a Hug or a E hoard will reduce your Health; this will he indi¬ 
cated by losing all of part of a Heart. When you have lost, all 
your hearts, your Chance is over. You can collect more Health 
by collecting Heart Icons, up to a maximum live Hearts. 

If you have more than three I Harts at the end of a level, the 
extra Hearts will carry' over to the next level. You st ilt never 
begin a level with less than three I leans. 

tlrtrllh Ji r.'i 

NUTS 

Nuts appear throughout the game. Some were scattered by the 
lab explosion; others are created when you exterminate Hugs. 
Each Nut yon collect is worth 200 points, and you get an 
Extra Dude when you collect 99 Nuts. (You can't carry more 
than 99 Nuts.) The number of Nuts you have collected in the 
level you're playing in appears on the left side of tltc Info Strip. 
Nuts do not become part of your Weapons inventory. Any 
Nuts you have at the end of a level will be added to your score 
,v, a bonus (f>0 points each), and the total number of Nuts you 
have collected will also appear. 

Nut 


io 


BELLS 

Bells mark your progress on a level. Sr you lose a Chance,, but 
you have more Chances left, when your next Chance begins 
you will begin at the last Bell you cm umitered if yon activated 
the IkU. To activate a Bell, Jump on it and make it ring. 



Util 

POINTS 

The number ol points you have appears on the right side of 
the Into Strip. You get points lor exterminating Bugs and col 
leering Weapon, Health, and Equipment Icons. Bonus Points 
for Fuel ami Nut?; are added Lo your score when you complete 
a level. 


MOVEMENT 

Walking 

Press the Control Pad left to Walk left, or right to Walk right. 

Running 

Press the Control Pad and Y Button at the same time to Run; 
press the Control Pad left and the hold Y Button to run left, or 
press the Control Pad right and hold the Y button right to 
run right. 
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Ducking 

To Duck, press the I dintrnl Rid down. To Put k and throw ;l 
weapon, press tliv Control Pad dawn and the A Buuchi ai the 
sartiL - time. 



I larley I hfiiritri 7 


Jumping 

You wit sometimes have to lump over obst.n les, ftmip up on 
objects such gs boxes, and fititip over urieoiuing attackers or 
hazards. ]f you are kiirtikni^ when yOU Jump, you will jump 
higher. Press the 1.1 Button to Jump 



/farin' Jnw(Hrri! 


Swimming 

Some'times you will Stave co do a Imle Swimming. To Swim, 
press the J3 Button repeatedly; this will make you head for the 
surface of the fluid you're in. To Swim left or right, press the 
Control bad in the appropriate direction white repeatedly 
pressing the 33- Button. To Swim downward, press the- Control 
Rid down without pressing ihe- H Button. 
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i iaricy ShiumimiVpij 

You will still need air while you're Swimming. Whenever 
you iv Swimming. a red bar marked Air will appear on the 
right side ot the Info Strip; the longer the bar is, the more Ail 
you have. But you II lose Air white you're Swimming below 
the surface. If you run out of Air, your Chance is over, 

You can resupply yourself with An by jumping out of the 
water; Come to the surface of the water and press the Control 
bad Up arid press me 13 Button repeatedly. When you jump 
olil oi the water, your Air will go to maximum. There are also 
Alj- pockets you can use while underwater by collecting Ail 
Icons. 


air iam 

Climbing 

Some things will be too high to jump over or upon, so you 11 
have to Climb them using your suction dtps. To Climb, press 
the Control Bad left or right until you are pressed up against 
the suiface you want to Climb; while yon are still pressing the 
Con lull Rid. press the X BaLloi:. You v. id now chug to die 
wall, Release tile X BtiLtori and press the Control Bad Up or 
1 >own co Climb up eo' down. 
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When you’ve Climbed as high ..ns you can, 
simultaneously press Irh-L 1 H Button and press the 
Control Tael up ID jump upsH i r*. I Phis will put 
you on top of wIim you ve been Climbing. I: 
you are Climbing down, press the B Button 
when you reacb the bottom to rc-Law your sac 
lion cups, 

NO T F. Keep ii> mind that you Gin only Climb 
very smooth surfaces with your suction cups. 
You may also have to Jump to reach the surface 
you want to Chmh. You will h.ive ro experi- 
niriH to firm] out which surfaces arc t dinibablt'. 


f-hltify C .ii.ii: l, i,'l'.; 


Jet Path 

One of yon i most valuable inventions is your Jet Back. You 
can fly when the jet pack is fueled by pressing the X Button, 
and you can guide your flight using the Control Pad. The jet 
Pack’s fuel level is shown by the red bar marked Fuel on right 
side of the Info Strip;, the longer the bar is, die more fuel you 
have, You can increase the let Puck’s fuel level by in king up 
F uel Icons (throe Enid Icons equal one full umk}. It the jet pack 
has no fuel, you can't fly; i: it runs out of Juel while um're fly¬ 
ing, you will fall, although the fall itself won't hurt you. Any 
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fuel you have at the end of a round wit) he added to your 
points as a bonus; Fuel will mV be carried over into the 
nest level. 

jl! 


JwJ rm?i 
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WEAPONS 

Harley will have to collect weapons along the wav to protect 
himself. I he usual weapons won't work; guns and knives are 
just too big. So he has to use what he can find: Nails. Tacks, 
Rubber Bands, Marbles, and Firecrackers, Different weapons 
act in different ways: Sonic travel in straight lines, some 
bounce around and haw a slightly improved chance of hictiis|,r 
a Bug, some have delayed actiom 

Press the A Button to throw a Weapon, and use the Control 
Pad to ami it: press thi; Control Pad foil to throw a weapon IO 
I he left, right to throw it right, and up to throw n upwards. 

WEAPON INDICATOR 

I be Weapon Indicator on the left side of the Info bLiip will 
show whai weapon you are currently using, and the number 
below lUc icon will show how many of that weapon you have 
Left. For example, a Nail icon above the number 09 will show- 
chat you are using Nails and yon have 9 of them left. If no 
number appears below the icon, and the Icon becomes an X, 


IS 











it means, you are out of weapons. (Better stock up, dude'} You 
can never have more than 99 of any weapon. For example, if 
you have 99 Tacks and you pick up a Tack Icon, you will get 
no more Tacks because you are already at maximum in chat 
Weapon, 

COLLECTING WEAPONS 

You collect weapons by picking up Weapon Icons. You can 
find weapons throughout most of the house and out in the 
yard, ton. Uadi icon represents 10 of that weapon; that is. 
when you pit k up ;s Nail Icon, you yet 10 Nails, When- votl 
pick up a weapon, u automatical tv becomes ymn equipped 
weapon. When you complete a level, vour weapons will be 
carried over into the next level. 

M 

Weapon Jivvi 

CHANGING WEAPONS 

[f you have more than one type of weapon, you can change 
weapons by pressing the SELECT Button. The weapon indi 
catut will change, showing which weapon Harley has witched 
to and the quantity <d that weapon, II you don’t want to use 
that weapon, press i ht SELECT Button again to ’seep going 
through your weapon inventory. You can also use the I and IT 
Buttons to change weapons. 
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TYPES OF WEAPONS 
Nails 



Nails are the most plentiful weapon you will find. Nails crave 
in a straight path and hit Bugs fast. 



:\0rJ Jfl¥J 


/cicfcx 



Tacks tumble around when you throw them, so they have a 
slightly better chance of hitting Bugs that Nash do, 

j 5 £J 

Tadb ton 


Rubber Bands 



Rubber Bands bounce olf walk and objects so they have a 
slightly increased chance of hitting Bugs, 

M 


Rukt’Cr Lift! 










Marbles 


r 



Marbles ricochet and roll, but they’ll eventually fall off a ledge 
if‘they don’t hit a Hug 

*] 

tom 


Firecrackers 



Firecrackers arc turned Weapons that can damage more than 
one Hug, Just hitting a ling with a Fire-crack er won't hurt the 
varmint. Firecracker; don't damage anything until their fuse 
bums all the wav down and they explode. 



hirtrrarh T J*IW i 


EQUJPMENT 

Ajrddiw/t' 

Although most falls won’t hurt you, some are just to 
long to risk taking without some help- You need ,1 
Parachute fur such occasions. Parat hi lies are collect¬ 
ed j List like Weapons arc. by picking up a Parachute 
Par&hitic Icon. I hey work automatically when needed and do 
not need to be activated. While your Parachute is open, you 
cm guide your descent by using the Control Pad. Pressing it 
Up makes you fall slower, Down makes you fall faster, and 
pressing it Left or Right makes you move Left or Right. Each 
Parachute you pick tip is good for one use only. 
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Bug Spray 

When you pick up a Bug Spray Icon, it surrounds 
you with a cloud that will exterminate Bugs oil 
contact and make you immune to their attack-; It 
will not protect you against some Hazards* 
however, and it only Lasts for a little while. 



I farfcy Wn'-iv Inf hy Ui#J SjstH}- 

Shrinker Parts 

A Shrinker Part marks the end of every level. When 
you touch a Shrinker Part, you have completed the 
Level ids on and the points you won on that level 
will be added up. Shrinker Parts cannot be used as 
Weapons. 

SfrnVifcr 



II 

.■yirsiy 

Men 


BUCS 

The escaped Bugs have filled the house, and spilled out into 
the yard as well. They will all attack yon on sight, and some 
have especially nasty ways to reduce your I I filth. Just touching 
a Bug will diminish your Health, too. When you exterminate a 
Hug, however, it is replaced by a Nut that you can pick up. 

Some Bugs will follow you once they’ve spotted you, but oth¬ 
ers won't. And some Bugs are dumber than others; They 1 LI 
walk right off a ledge or shelf trying to follow you. 
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Plies 


Flits art slow 
tliers and easy 
to hit, Like 
till flics, 

they'll eat .mything, hue their stomachs .ire .l little queasy. 

Don’t stand under then too long or youII find out what they 
lad lor limit h in the rudest possible way. 


3 lees .ire 
faster l hen 
flits and 
harder to 

hit,, They don't make “bee-lines'" like their iminutated ances¬ 
tors did, but lly in err am patients. They haven't given up 
stinging, though, 

Ants travel 
by jumping 
and go all to 
pieces when 

you liit them. Unfortunately, every out of those pieces tan 
attack you, and their heads can regenerate whole new bodies 
i hey il follow you anywhere, even over a ledge. 



Bees 
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Fite Ants 



More hot¬ 
headed and 
dange tons 
than normal 
Amis, Fire 

Ants are also harder to exterminate. I hey .made, by shooting 
fire from their pointy little beads' but they can’t always sec 
where they re going when they attack, especially when they re 
close to a ledge. 


Termites arc 
just dumb 
chomping 
machines. They 

crawl hack and forth hoping they run into some tasty wood. As 
far as they know, you’re made out of wood, too, so they’ll take 
a bite out of you. if they get the chance. 


termites 



Ticks 
bounce 
from place 
to place, and 
will spring 

to flic attack when flies sec you. I hey’ll u v co bite you as well 
as squish you, and will hungrily follow you around. 1 heir 
landings Wt always .is good as choir take offs, especially 
when thev ry close to a ledge. 


licks 
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Electric Ects 


Electric Ht.-Ls 
won’t fol¬ 
low you 
around. 

That’s the good news, The bad news is they'll give you a pow¬ 
erful shock it you come too near. 



Aggressive 
Piranhas arc 
always look 
ing for 

lunch, and the sight of vou will ruckc them even hungrier. 
They’re speedv swimmers, and even speedier eh ewers, with 
jaws that never stop. J lies 'll follow you any where except out 
of the water. 


Piranhas 



The Rat 

Fhe Rat is your most dangerous enemy. His appearance 
changes each time you defeat him, and Ins attacks geL stronger 
and stronger. He collects weapons to prevent you from getting 
the in: he drops these weapons in combat, however, and you 
can pick them up When you fight tlic Rat, look tor the parts 
of him that flash when you hit them. 

HAZARDS 

Bugs aren’t the only thing you need to took out for. There are 
Hazard:, throughout the game that w ill reduce your I hatch if 
you run (or fa 111 into them Falling into a pit ends a Chance 
immediately, no matter how many Hearts you have. And 
everyday objects become dangerous Hazards because of their 
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now Hutnongous size. You can destroy some Hazards with 
your weapons, although they may take more than one hit to 
destroy. Other Hazards, however, are indestructible. 

Examples of Hazards 


I Tn' tun 'J Ilk.' {tall JfJjr ArapTr 

(k drtirtytd br dr;tnyr4 /Itwvn 

H rJiW O rt^Jniy 

THE LEVELS 

The laib 1: Tire First Level takes place in The Lab inimedl 
atcly after you have been shrunk, You have 4o seconds to 
stock up on Weapons and other goodies. There is no fighting 
on this level, but there are Hazards that can break your Hearn. 
You cmght want to play dm level more than once to practice 
using the Jet Pack, C limbing with suction cups, and nial mg 
running jumps. 

The Kitchen: Ymir first encounters with Bugs start here. 
Watch out for the self-opening can lids and runaway cans; per¬ 
fect your lumping technique List. 

Playroom (2 Levels): Ride the toy rank and fire your turret 
tu blast the bouncing balls and destroy harden. Fhen you re a 
rug mi: Run oil the carpet and climb those wooden blocks. 




The Closet: It’s easy to get lost in Lill these boxes. 


Rat: Your pet Rat has caught up with you. Try to make him 
more hopping mad than be already is. Watch out for the fading 
weights. 
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I'he Uaihroom: Thtinb the depths, of the pipes, then spin the 
soap (by pressing L eft nr Right on the Control Tilth anti rule a 
big bubble. 

Library {2 Levels); Ring binder-, try to put the bite on yen:. 

< i ir ipL ;!l yourself <»■ the staplers, and look for the parachut*. 

1 Jar ley's Room (2 Levels): Wander through the 
Interlocking blocks you’ve hud since you were .< kid. There 
are lots of hidden areas to explore here. 

The Rat is Bark- Stop him from putting the arm on you 

I he Attic; You have 91) seconds to explore the air vents. The 
tin limited Jet Tuck fuel you get at the start of this level should 
help. 

The Roof (2 Levels): jump off the roof and across the tele¬ 
phone poles lie ware of exposed wires and shaky spikes. 

I’he Backyard; I he Ants didn’t get far in your home: how 
Lit Carl you get tit theirs? No Mu inker Tart here, just get back 
tit die house. 

.1 he Lab 2: Hack where it ah started. Your suction cups come 
in handy ben-. 

Ifl.st Stand: T he Rat is back, inadder and more powerful than 
ever. Take out what’s left of him, but don't become cannon 
fodder. 
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HIGH SCORE 

It you at blew an especially high score, if will he displayed 
when the game is completed and you will have ihe chance to 
display your initials or any other name up to seven characters 
Jong you choose beside the score. You can enter any letter of 
tine Alphabet plus !, <, >, -. and a blank space, all of which 

appear after Z. To display your initials or name: 

1. Press the Control Pad up or down to scroll through the 
alphabet. 

2. When the letter yon want appears, press the Control Tad 
right to go to the next initial. 

3. When you have chosen the irnLxals or name you want, 
press START to save the initials and start a new game. 

NOTE" I figh scores will only be saved while you are playing 
Harley’s. Humotigous Adventure. 

CONTINUE A GAME 

II you use up all your Chances, you will get the chance to 
Continue the game once. When you (. iontmue a game, you 
will scan again at die beginning of the last level you played. 

You will begin with 3 Chances, 3 Hearts. Q points, and no 
Piiel You will lose any Nuts you had collected, but you will 
have the same weapon* you had when your last 4 .hanee ended. 

You s 1 1 Continue i game on lv once. I: you tow ill your 
( fiances playing ;i Continue.) game, you i in only Start Lhe 
game over frt>m the very beginning. 
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One Player Game 

When the Continue Game screen appears: 

!, Use the Control Fad to position the selection arrow beside 
YES if you do want to continue the game, or beside NO 
if you want to start the game over from the beginning, 

2. Press 5T ART to activate the option you have selected. 

Two Player Game 

In a two player game, a player who uses up inis Last t hance 
immediately has the opportunity to t’ontiiuif hi? game When 
the Continue Game screen appears: 

1. Use the Control Pad to position the Selec tion Arrow 
beside Yes if you want to Continue the game, or beside 
No if you want to quit, 

2. Press START to activate the option you have selected. 

NOTE: If one player decides, to quit the game, the other play¬ 
er’s game will continue. 

SCORING 

Eff/ermiwdrmj; Bags 
Ant 

Bee 

Electric Eel 
Fire Am 

Fly 

Piranha 


350 (for each 
separated part) 
200 
5 Oil 
550 
45(1 
40(1 


26 


T emrife 
Tick 
The Rat 

Destroying Hazards 

Ball 

Block Wall Parts 
Staple Remover 

Picking Up Any Icon 

Picking Up A Nut 

Picking Up A Parachute 

Hitnus Points 
Fuel 


Nuts 


175 

250 

500(1 


100 

75 

600 

200 

200 

200 


1890 for a full tank; 
smaller number of 
points for less than 
full rank 
50 
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CREDITS 

f'Vr Vhml C&nttptF 

Producer: Greg Thomas 

Design: Circ:jr Thoms*, Knaa Grermcoi u\ Britan Kuuiancliik, 
in Mauley 

Seimn£ & Music: Brian fichrnidc 
A 11 Ur i a n Kiuii i iieli ik 

Clay A.natron; A OK Productions 

Danger Productians: I David II1 cjjii.ui. , Ken Pontac, 
Rich /.imnuTman 

Addin t.:iI An Brian Grecnstortc, Dead F ec, KraC Browni-ng 
Additional Cartography: Brian Greenstone, Jeff Thomas, 
R.tisselE Barba 

firr Ufcrtwnic A rte 

Producer: RBchard Robbinsi 

Assistant I'ic.lil; !-! John Mmh 

Product Manager: Risk ! lu hs 

Art Direction: Nancy Waisajicn 

Package i>csijjp: E >jvc Panmli:\ 

lockage Illustration M^rk W Finckscn 

Public Relations; E.isa I hggins 

Prodnci testing: Michael ! n hi mo in, JeflT< Ibid it. 

Antonio lijmu-s 

Documentation: .Michael I J Limes 
[ >oc lamentation H.ayoiir: Emily havocs 
Quality Assn rviik'e: M.jke'“Hillttoi:igous" Lopeit, 

Paul ’'Spanish” Amiatta 
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m-day limited warranty 

HiTech Exprfs.si lshs iu wanajils lo the original consumer purchaser dial 
Game. Pak including Game Pak. accessories shall be free from defects in 
material and workmanship for a period of 90 days from date of purchase. 

To receive this warranty3 

1. Do NOT return your defective Game Pak lo the retailer, 

2. Notify the Hi Tech Expressions Customer Service Department of the 
problem requiring warranty service by calling 1 -212-9-1 ] ■ {224, Our 
Customer Service Department is in operation from 9:00 a.m. lo 5:00 p.m, 
Eastern Time, Monday through Thursday and 2:00 p.m. to 5:00 p.m. ET 
on Fridays. 

3. If lbe Hi Tech Ex|ircssioins service representative is unable. u> solve the 
Problem by phone, he will provide you with a Return Authorization 
number. Simply record [his number on Ihe outside of the packaging of 
your defective pak, PACK FREIGHT PREPAID AND INSURED FOR 
LOSS OR DAM AGE, together wiLh a brief description of your problem 
within the 9ft day warranty period to: 

HI TECH EXPRESSIONS 
Atm: Customer Service Department 
5S4 Broadway 
New York, NY 10012 

If our technician determines that the Game E ] ak is defective, we will 
replace it or refund your purchase price at our option. 

WARRANTY LIMITATIONS 

■Any applicable implied warranties, including warranties of merchant’ 
ability arid fitness for a particular purpose, arc hereby limbed to ninety 
days from the date of purchase and arc subject to die condition set forth 
herein. In no event shall Hi Tech Expressions be liable for consequential 
or incidental damages resulting from the breach of any express or 
implied warranties. 

Software © Visual Concepts, 1992 

Unless indicated otherwise, all software and doajmcnlatkm is & 1992 
Electronic Arts. All RighLs Reserved. 

Harley's Humongous Adventure is a trademark of Electronic Arts. 
Published by Hi Tech Expressions. 
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